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INTRODUCTION 


ALIEN is a game where you are put in command of a starship with 
an escaped alien of unknown powers on board. It is up to you to 
capture or slay the alien. The alien can be detected on your sensor 
screens, but many of the lab animals also escaped in the initial con- 
fusion, and your sensors cannot tell the difference between the life 
form readings. Under your command are the crew, with their 
special capabilities and skills. The alien is a deadly foe, and will 
metamorphosis into more and more deadly forms as time goes on, 
so it is imperative to subdue it as soon as possible. As a final act of 
desperation, it is possible to self destruct the ship and escape in the 
shuttles. 


In ALIEN victory depends on careful planning and thought. Each 
crew member moves and acts seperately, and only if you can learn 
to use your crew and their talents cleverly can you hope to defeat or 
capture the alien. While you attempt to capture lab animals, arm 
your crew, build weapons and search the ship, the alien will be stalk- 
ing your crew and gaining strength. 


NOTE that most commands are given with paddle 0. Plug your 
paddles in before starting the game. If you press a key on the 
keyboard, the game will be interrupted in the next interrupt phase 
and you will be asked whether you wish to quit, continue, store the 
game, or load a stored game from disk. 


THE CREW 


There are seven crew members on board. There are two officers, 
two research scientists, and three engineers, each with certain 
special abilities. 


The Officers ID code Name 
CE Commander Clark 
DA Fleet Lieutenant Davis 


Commander William (Bill) Clark is the captain of the ship. He 
graduated from Lunar Polytech in astronomy and starship com- 
mand, and this is his second command. His first ship was mothballed 
two years previous to this voyage. He has distinguished himself for 
bravery and quick thinking in the face of adversity. He is getting near 
retirement from active service, being thirty six standard years old. 


Lieutenant Rebecca (Becky) Davis is on her first voyage. She is 
one of the bright new officers trained on the Titan Naval Training 
Academy. She is a brilliant navigator, although she has had little 
practical experience with command. She is twenty-one years old. 
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The Officers are in command of the ship, and they have access to 
areas that are restricted to the rest of the crew. Only when an officer 
is present will the ships computer allow access to the armory. 
Officers also have access to the computer room. Only officers can 
work the self destruct mechanism, as the rest of the crew do not 
know the control codes. 


The Research Scientists 


ID code Name 
DV Professor De Vries 
SU Doctor Sutherland 


Professor Anneke De Vries is the oldest member of the crew. She 
has been one of the top-flight research scientists in the OUTREACH 
program since its inception, from the Luna Astronomical Obser- 
vatory to the terraforming experiments on Mars. Under normal con- 
ditions she would have had an administrative position long ago, but 
she prefers the excitement of new planets and exploration. She is 
fifty-nine standard years old. 


Doctor Victor Sutherland is the Biologist on the ship. He also 
doubles as medical doctor. He was assigned to the crew on their last 
visit to Pluto base, as a replacement for another crew member. He 
has a stirling record of research in xenobiology. He is thirty-two 
years old, a hard worker, without a sense of humor. 


The Scientists are highly trained research personnel, on the ship 
to study alien life and planets. The Scientists ca. operate the 
laboratory cages. Therefore they are the only people who can per- 
form the commands LOCK IN LABCAGE and INVENTORIZE. 
They are also allowed access to the computer room. 


The Engineers 
ID code Name 


DI Chief Dimitrov 
BE Engineer Benson 
JU Technician Ju Tsjan 
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Chief Yuri Dimitrov is a dour man who revels in mechanical 
disaster, and loves it when things go wrong. He is one of the best 
technicians in the fleet. It is a standing joke on the ship that Dimitrov 
only smiled once in his life, when his ship was hit by a meteorite dur- 
ing Earth-Mars transit. He is twenty-nine years old. 


Engineer Trent Benson is a quiet man who specializes in electrical 
engineering. He had a drinking problem when he was at a base, but 
he is a hard worker when on ship. He is thirty-one years old. 


Technician Ju Tsjan is the youngest crew member, at twenty 
years of age. He tends to think of himself in melodramatic terms, 
but is a good tech in spite of this. He has shown much interest in 
Lieutenant Davis on this voyage. Tsjan frequently gets in trouble for 
his practical jokes (making the toilets run backward, mixing N,0 in 
the airsupply, etc.) 


The Engineers are trained in maintenance and repair of the many 
high-technology devices that run the starship. As such, the 
Engineers are able to construct makeshift Electric Prods and 
Flamethrowers (to combat the alien with) when they are in the 
Maintenance room. 


The Android 

Sometimes you will find that one of your crew refuses to attack 
the alien. This is because it is an android put in your crew by Earth 
High Command with the special assignment of bringing at least one 
living alien home for study. The android will also sabotage your 
attempts to get information from the computer by never succeeding 
in foiling the protection. The disadvantages of the android are 
somewhat compensated for by it being hard for the alien to kill. 


THE SHIP 


In your search for the alien, a knowledge of the ship and its 
special locations will be as important as your use of the crew. 


The Rooms 


The ship consists of thirty rooms and passages. Their abbrevia- 
tions and names are listed below. 


SAL Stern Airlock 

PBY Port Shuttle Bay 

SBY Starboard Shuttle Bay 
OBS Observatory 

LAB Laboratory 


SIC Sick Bay 


REC Recreation 

MNT Maintenance 

Cor. Chemical Storage Room 
CSL Cold Sleep Chamber 

CMP Computer Room 

ARM Armory 

BRI Bridge 

PP1 Port Passageway 1 

PP2 Port Passageway 2 

SP1 Starboard Passageway 1 

SP2 Starboard Passageway 2 

CP1 Central Passageway 1 

CP2 Central Passageway 2 

HD1 Cargo Hold 1 

HD2 Cargo Hold 2 

HD3 Cargo Hold 3 

HD4 Cargo Hold 4 

PRC Port Reactor Control Room 
SRC Starboard Reactor Control Room 
PVT Port Ventiliation Tube System 
SVT Starboard Ventilation Tube System 
BVT Bow Ventilation Tube System 
SH1 Shuttle 1 

SH2 Shuttle 2 


Places of Special Interest: 


The Armory: The Armory is where the ship’s lasers and anesthetic 
dart pistols are stored. An officer is necessary for entrance to the 
room. It is possible to shut aliens into this room as a sort of cage, but 
aliens with great strength may break out. 


The Computer Room: In this room is the main ship’s computer. It 
has information on similar aliens in its data banks, but the informa- 
tion is restricted and the data is well protected. An officer or scientist 
is necessary for entrance to this room. This room can be used for 
storing aliens much as the armory can. Breaking the computer’s 
data protection can bring valuable information on the powers of the 
alien. Research Scientists are the best at getting this information, but 
it is also possible for Officers to succeed. 


The Cold Sleep Chamber: The temperature in this room is kept well 
below zero degrees celsius, which may incapacitate the alien or even 
stop his life cycle. The door is proof against normal strength aliens, 
so it can function as the computer room and the armory to hold 
aliens. 


The Shuttle Bays: These rooms hold the escape shuttles, and they 
also have external airlocks. The external airlocks can be operated 
from the adjacent hallways to flush out life forms with the command 
‘OPEN AIRLOCK’. 


The Stern Airlock: This airlock is used for cargo loading and similar 
functions, and is empty during interstellar travel. It can be operated 
from Central Passageway 2 in the same manner as the shuttle bays if 
it contains life forms. 


The Maintenance Room: This is the workroom for the engineers. 
Here they can construct weapons for use against the alien. The area 
is full of tools and mechanical devices. 


The Bridge: The bridge has sensor screens showing movement and 
positions of non-crew life forms in the ship. If there are no crew 
members on the bridge, you will not be able to use the sensors. The 
self destruct mechanism is also on the bridge. 


The Chemical Storage Room: This room is full of the large and 
varied supplies of chemicals and radioactives necessary in detailed 
research of strange planets. The chemical storage room contains 
several canisters of poisonous gas which may be used to kill the 
alien. Beware, though, as using them as weapons can be haz- 
ardous. The gas is poisonous on skin contact. 


The Laboratory: The lab is where all cages are located. There are 
two kinds of cages in the game, the lab cages and the portable 
cages. The portable cages are useful for transporting imprisoned 
animals and aliens to the lab cages, where they may be locked up. A 
scientist may transfer animals or aliens from portable cages to the lab 
cages in this room. During a stay on an alien planet, many chemical 
and biological experiments are going on. During interstellar flight, 
however, most of the equipment is shut down. 


The Shuttles: The shuttles are escape vessels with a capacity of four 
people each. They cannot return to the ship once they are launched 
(they are launched automatically the turn after any crew member 
boards them). An alien may stow away on the shuttles when you 
launch, so be careful. 


The Holds: These are huge storage compartments where a varied 
assortment of planetary research equipment are stored. All of the 
equipment is dismantled and packed up. Aliens like to hide in the 
holds. 


The Passageways: These are large hallways connecting the rooms 
together. Each passage has an emergency separator in the center of 
it, so that if the hull is penetrated by a meteorite, the ship will still 
maintain atmosphere in all undamaged sections. The separators 
prevent contact between the two sections of their passages. 


The Reactor Control Rooms: These rooms allow access to the main 
engines for maintenance purposes. They are also used for storage of 
large loading equipment and other bulky items when off-planet. 


The Observatory: This room is used for astronomical observations 
and other scientific experiments. During planetfall and to a smaller 
extent during interstellar travel this room has scientists running or 
checking the progress of their pet experiments. 


The Sick Bay: This is an area for hospitalization of injured person- 
nel. Severely injured patients are put in cold sleep until the ship 
reaches a starport. 


Recreation Room: This is an entertainment area for the crew, with 
galley, dining areas, holo-viewing area, library, etc. 


Ventilation Tubes: These are long cramped spaces allowing 
maintenance access to the ship’s ventilation and life support 
systems. They are also good hiding places for aliens. 


Note that all areas are separated by iris valves to prevent loss of in- 
ternal airpressure in case of hull puncture. These also have the effect 
of preventing combat or viewing between adjacent areas. 


Map Symbols 

During the crew movement phase a map of the ship is displayed. 
On this map are the room names and the crew, objects, and other 
life forms are also marked. Note that the names of the Armory, Cold 
Sleep Chamber, and Computer room are off to the right side of the 
map due to space limitation. 


Crew are represented by a small plus (+) sign, objects by a 
square (will appear circular on color TV’s), and non-crew life forms 
by a dash (—). Note that the signs for non-crew life forms will not be 
shown unless there is a crew member on the bridge (to read the sen- 
sors). The status and location of all crew and objects are always 
shown at the right side of the map. 
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THE OBJECTS 


There are many different objects available to the crew to fight or 
capture the alien with. 


Lasers (LA): Two of these weapons are present in the armory. 
These weapons fire a concentrated beam of light, and they are very 
deadly. Aliens have been known to be resistant to them, however. 


Anesthetic Dart Pistol (DP): Two of these weapons are located in 
the armory with the lasers. These weapons shoot a small dart with a 
drug that causes temporary unconciousness on humans. On aliens it 
sometimes has a lessened effect. 


Gas Canisters (GC): These weapons begin the game in the chemical 
storage room. These weapons cause a cloud of poisonous gas to 
rise. The cloud dissipates fast, but can be deadly to both aliens and 
humans. 


Flamethrowers (FL): These weapons must be built by engineers. 
They function by shooting a jet of flame, and can be very useful to 
kill aliens. Some aliens are not effected by heat, so flamethrowers 
are useless against them. 


Electric Prods (EP): As with flamethrowers, up to two of these items 
may be constructed. These prods can be used to control the alien, 
forcing it to move with the crew member using the prod or to enter a 
cage. The alien will be harder to control as it grows. 


Cages (CG): Four portable cages start the game in the Laboratory. 
The cages are large and sturdy, and equipped with a small anti-grav 
unit allowing even fairly large animals to be transported without 
much difficulty. These cages can be used to transport lab animals or 
aliens that have been captured or controlled or put to sleep by the 
crew. When a full cage is taken to the Lab, its contents may be 
transferred to the lab cages by a scientist. 


LAB ANIMALS 


On board there are two Unipeds, two Fontemas, and two Thuds. 
These animals are used for experiments and research. When the 
alien escaped it let loose many of the lab animals. There may be 
some left in the lab cages initially. These animals make it much 
harder to find the alien, as the ship’s sensors cannot tell the dif- 
ference between the different nonhumans, even though the lab 
animals are harmless. A description of the different types follows. 
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Poolbl Fontema: This creature from system Poolbl-93 appears much 
like a wheel with arms. The arms extend from the hubs of the 
‘wheel’, and are retractable. This creature is very stupid, and spends 
its whole life rolling along as the whim moves it. In close quarters it 
will spin like a top, or drive around in circles. About a meter high, 
weighing some 40 Kg. 


Sidursky’s Uniped: Discovered in 2035 by Science Officer Sidursky 
of the starship Dawn Treader. These strange appearing creatures 
are little humanoids with two arms, a head, and a single large foot 
with four toes and a very muscular leg. They are only slightly more 
intelligent than dogs. They move about by hopping on their huge 
foot. They average about 1.4 meters, and up to 35 Kg. 


Vlingtian Thud: This herbiverous creature appears as nothing more 
than a large rock. It eats lichen-like creatures on its home world, and 
travels by floating around like a misshapen balloon. They are much 
lighter than they appear, and generate a version of methane gas to 
allow them to travel around. When the whim strikes them, they let 
out some gas and drop to the ground with a characteristic ‘thud’. 
They tend to be about 1.5 meters in diameter, and mass about 
15Kg, though when trying to move they have a negligible weight. 


THE ALIEN 


The alien is a vicious creature which moves about the ship, attack- 
ing any crew members it meets. At the start of the game it is 
newborn and not very dangerous, but as time goes on it may 
undergo metamorphosis. It has a life cycle of several stages, each 
one stronger and more nasty than the one before. As it grows, it 
may gain special abilities, allowing it immunity to certain weapons 
and more deadly attacks. It may start the game with special abilities. 


THE PLOT 
EVENT SEQUENCE 
This is a brief outline of the sequence of play. 
INTERRUPT PHASE 


NON—CREW MOVEMENT PHASE 
FIRST ACTION PHASE 

CREW MOVEMENT PHASE 
SECOND ACTION PHASE 


STRANGE HAPPENINGS 


If the alien metamorphosises it will break out of control if it was 
controlled previously. 


An alien may break out of confinement, if it is (or becomes) strong 
enough. If it was in a lab cage it will free all lab animals as well. It 
takes strength beyond most aliens to break out of the lab cages. If it 
was in a portable cage when it breaks out the cage will become 
damaged, and be unusable thereafter. 


NON—CREW MOVEMENT 


In this phase the escaped lab animals and the alien(s) will move. 
They cannot enter the Cold Sleep Chamber, Armory, Computer 
Room, or any shuttles. Note, however, that it is possible for an alien 
to stow away on a shuttle when it abandons ship. This is the only 
case where an alien can move to a shuttle. They will usually not 
move more than to an adjacent room. 


CREW MOVEMENT 


In this phase you will be shown the map of the ship, and each sur- 
viving member of the crew will receive three action points. You are 
not obliged to use these up. You may spend them in any order, and 
the screen will be updated as you use them up. Immediately beside 
each crew member’s I.D. (on the right side of the screen) are a series 
of marks, showing the number of action points remaining for this 
turn. 


You will be prompted for a crewman to give a command to, then 
prompted for an action. All actions are executed immediately and 
are not reversible. You may give commands in any order, and you 
need not finish all the action points of one crewman before going on 
to the next. When you respond with “nobody” to the prompt “who 
should act?” the computer will end this phase. The commands and 
their effects are listed below. 


Move: the move command will move a crewman from the room 
presently occupied to an adjacent one. If the move is to or from a 
ventilation tube it will expend two action points. Otherwise it will 
expend one action point. Movement to and from shuttles is not 
possible in this phase. Movement to the Computer Room and the 
Armory is restricted. 


Take: This command is used to pick up an object that is in the area 
presently occupied. A person can carry either a cage and one other 
item or three non-cages at one time, maximum. TAKE uses one 
action point, regardless of the item taken. 
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Drop: Drop is the inverse of take. To drop an item you must be 
carrying it (of course). Drop uses no action points. A person holding 
an animal can do no command except to drop the animal. 


Construct: This command allows engineers in the maintenance 
room to construct new weaponry. It takes three energy points to 
CONSTRUCT for one turn. Flamethrowers require three turns of 
construction by one engineer, or three engineers constructing it in 
one turn, or any combination of three turns of construction by 
engineers. Electric prods require only two such turns. Once com- 
pleted an object will be found in Maintenance. 


ACTION PHASE 


In this phase all interaction between crew, aliens, and lab animals 
is handled. In addition, some special commands are available to the 
crew in this phase. There are some differences between the com- 
mands available in the first and in the second action phase. In the 
first action phase it is not possible to do the commands INVEN- 
TORIZE, LEAVE SHIP, LOCK IN LABCAGE, and SELF 
DESTRUCT. 


In each action phase, each crewmember is allowed only one 
action. Defending against an alien’s attack is an action. A person 
holding an animal can do no action at all, but may cooperate in a 
PUT IN CAGE action. 


Each room is handled completely before play moves on to the 
next room. The Bridge is handled last, so the self destruct sequence 
may be adjusted according to success or failure in the other rooms. 


For each room the following sequence of events occur: First the 
alien attacks (usually, if it is present). If the defense fails the alien 
may kill its victim. Then the surviving crew may each perform one 
action. You may give commands in any order. 


THE ALIEN ATTACKS 


In every room where an alien encounters crew members, the 
alien may attack one of those present. You are given the chance to 
defend with that crew member or to choose another one in the 
room to defend the victim. The defender may use a carried weapon 
or defend with an improvised weapon, depending on regulations 
about killing “harmless” creatures or upon the willingness of the per- 
son to attack. The defense may kill (or put to sleep) the alien or 
perhaps force it to retreat. Of course, the defense may fail to deter or 
damage the alien, also, and may be dangerous to the person 
defending (depending on which weapon the person uses). 
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THE CREW RETURNS TO THE BRIDGE 


This only happens if something dramatic has occurred in this turn. 
The crew will want to meet and discuss the happening, consign any 
bodies to space, etcetera. This phase happens if a crew member is 
killed, the self destruct mechanism is deactivated, or an alien is 
frozen, killed, or captured. It will not occur if a compelling reason for 
immediate attention exists, ie. when a crew member has a controlled 
or caged alien, or when the self destruct mechanism is active. 


COMMANDING THE CREW 


Every time a command is required, you will be prompted with a 
question and an answer on the screen. You can change the answer 
by rotating paddle zero and when you find the answer you wish, 
you can signal this to the computer by pressing the paddle button. 
With every question there is also an abort answer, such as 
NOTHING or NOWHERE, which you can use if you made a 
mistake with the previous question or if you are finished with the 
situation at hand. 


COMMANDS 
ATTACK ALIEN 


This command allows a crew member to attack an alien in the 
same room. This may be done either with a carried weapon or with 
‘improvised’ weapons (ie. using anything that comes to hand). Each 
weapon has its own chance of affecting the alien; none of them are 
100%. One failed attack on an alien with a particular weapon does 
not mean that the alien is immune to that weapon. The android will 
not attack the alien with a deadly weapon, and regulations forbid a 
killing attack on an alien that is ‘relatively harmless’ (while it is still 


young). 


PROD ALIEN 


This command allows a crew member with an electric prod to use 
it on an alien to attempt to shock it into unwilling submission, like a 
futuristic animal trainer. The chance of succeeding depends on what 
metamorphosis level the alien is at. 


Should the attempt succeed, the alien is under the control of the 
crewman with the electric prod. This person may force the alien to 
move with him (or her) and can also try to force it into a cage. This 
means that the PUT INCAGE command has a better chance of suc- 
ceeding when the alien is controlled. 
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PUT IN CAGE 


This. command must be given to a crewman holding an empty 
cage. It serves two purposes: 


First, This command can be used to capture an alien. The person 
with the cage tries to get the alien to enter the cage. The chances of 
success increase significantly when the alien is under control of an 
electric prod or is asleep. 


The second use is the transference of an animal held by one per- 
son to the cage held by another. This always succeeds. It counts as 
an action done by both crew members involved. 


CATCH ANIMAL 


The person who receives this command will try to catch an animal 
in the same room. To succeed in the attempt, the crew member 
must either be carrying nothing at all or be carrying only a small 
object (ie. no cages). 


If the animal is caught the person holds it until given a DROP 
command for the animal or until it is transferred to a cage. While 
holding an animal the person can perform no other action, as the 
lab animals are bulky and unwieldy, and do not appreciate having 
their new-found freedom restricted. 


OPEN AIRLOCK 


The airlock controls are placed in the passageways adjacent to the 
shuttle bays and stern airlock. When crew members are in the 
passage they will be told whether or not there is activity in the adja- 
cent airlock. If anyone executes this command the airlock in the 
adjacent room opens and anything in the area will be swept out into 
outer space. 


Because this command might kill an alien, it is forbidden by 
regulations if the alien is still young, and the android will refuse to do 
it. 


OPERATE COMPUTER 

With this command a crew member will try to get past the protec- 
tion procedures of the onboard computer, in order to get classified 
information on research on past aliens. 


This can only be done in the computer room. Only one person 
can try it in a given interaction phase. Scientists have some chance 
of succeeding, officers have a bit less, and engineers have none at 
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all. Each time a crewman succeeds, you will gain information on 
whether or not the alien has a certain ability. The android will 
sabotage the attempt, and never succeed in circumventing the pro- 
tection. 


It is not easy to circumvent the protection, and most of the time 
' the ship’s computer will simply tell you “data protected”. 


LOCK IN LABCAGE 


Only a scientist can do this, and only in the second interaction 
phase. The scientist must be in the Laboratory with a filled labcage 
(that is not currently being carried by any crewmember). 


It will cause the animal or alien in the cage to be transferred to the 
labcages permanently. It is the only way to empty a cage without 
damaging it. In order for the alien to be counted as captured it must 
be put in the labcages (or be locked into the armory, cold sleep 
chamber, or the computer room). 


INVENTORIZE 


This also can be done only by scientists in the laboratory in the 
second interaction phase. It always succeeds and tells you the con- 
tents of the lab cages at the moment. 


LEAVE SHIP 


To leave the ship, a crew member must be in a shuttle bay in the 
second interaction phase, and the self destruct mechanism must 
have been activated. This person will ready the shuttle in the shuttle 
bay for take off and leave in it at the end of the crew movement 
phase. Up to four crew members may leave in one shuttle. 


It is also possible that an alien may stow away on the shuttle. 
Since leaving the ship is an action, if the alien attacks in that interac- 
tion phase the crew will not be able to defend. 


SELF DESTRUCT 


This command can only be executed by an officer on the bridge in 
the second interaction phase. The officer can activate or deactivate 
the self destruct mechanism. 


Upon activation the countdown is started (or resumed, if it was 
started once before and then stopped). It starts at ten and counts 
down to zero, counting off one at each turn. The self destruct 
mechanism puts the drive reactors into overload, and once they 
reach a certain point the drive overload cannot be reversed. Thus, 
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the self destruct mechanism cannot be deactivated once it counts 
down to five. When the countdown reaches zero, the ship explodes, 
destroying everything inside it. If the countdown is stopped before it 
reaches the point of no return, it remains at the point where it was 
stopped (it is not possible to reset the self destruct mechanism within 
the time frame of the game). 


THE GAME DIRECTOR 
STARTING THE GAME 

The game starts (after initialization) by asking: 
DO YOU WANT A [NJEW OR AN [O]JLD GAME? 

If you hit the N key you will get an entirely new game. If you hit 
the O key the game that you saved most recently will be restored, 
and you can continue it. 


INTERRUPTING THE GAME FLOW 


If at any point in the game you press a key on the keyboard, the 
game will be interrupted in the next interrupt phase. In this phase 
you will be asked: 


DO YOU WANT TO 


[Q)UIT 
[C})ONTINUE 
[SJAVE 
[RJESTORE 


You make your choice by hitting the Q, C, S, or R key. Q will 
stop the game. C will continue as if nothing had happened. S will 
save the game for later play. R will restore the most recently saved 
game and continue with it. 


ENDING THE GAME 
There are three ways in which the game may come to an end. 


First, you may quit. This is not a proper ending, but still, it is an 
end. 
Second, your entire crew may have been killed by the alien. This 


is a definite loss, although if you kill five or six aliens it isn’t quite as 
bad. 


Finally, it may be that you succeed in overpowering all aliens. 
Aliens can be killed, captured, or frozen. They count as captured if 
they are locked in the labcages or in the armory or computer room, 
or if they are locked in the cold sleep chamber and are immune to 
cold. It is not possible to capture aliens that have great strength. 
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Note that the game will not end if you capture aliens that will in the 
future gain enough strength to escape. Your orders for the journey 
stated that alien life forms should be brought home for study, so it is 
desirable that you capture or freeze at least one alien. This is so im- 
portant that regulations do not permit killing of ‘relatively harmless’ 
creatures, even in self defense. The alien fits this description in life 
stages one and two. While it is in these stages you may not use kill- 
ing weapons against the alien and you may not flush out any 
airlocks, as that might kill it also. 


It is also possible that aliens may escape you: They may escape if 
they kill all crew on a shuttle or on the ship. 


There is no scoring algorithm in the game, as your primary goal is 
mere survival.If you manage to capture and kill the alien(s) with a 
minimal loss of life, so much the better. Destroying the ship is a very 
desperate move, usually done when the alien(s) are too powerful 
and the crew has already been decimated. 
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LOADING: 


ALIEN is an autoboot diskette. Place the disk in your disk drive 
and boot the system. The program will load and run itself. 


IF YOU CANNOT LOAD THE PROGRAM 


1. Check your equipment carefully to be sure that all cables and 
connections are correct. 


2. Re-read the section in your computer’s manual that tells you 
how to load software. Try to load the software again. 


3. If possible, load another program from a tape or disk you 
know works on your computer. This will prove that your equipment 
works. Try once more to load your game. 


4. The normal reason software will not load is tape recorder or 
disk drive head misalignment. Your computer may be able to save 
and load programs on its own recorder, but be unable to read soft- 
ware made on a different recorder for this reason. Be sure your 
recorder heads are correctly aligned. Your local computer store or 
dealer can help you with this. 


5. If the program still cannot be loaded, send the software, with 
a complete description of the problem (what type of computer you 
have, what the computer says, if anything, when you try to load the 
software or play the game, and what you did to try to get it to load) 
to: 


Avalon Hill Microcomputer Games 
4517 Harford Road 
Baltimore, Maryland 21214 


Defective software will be replaced. 


YOU NAME IT, WE’VE GOT A GAME ON IT... 


The Avalon Hill Game Company is the world’s largest publisher of a 
great variety of strategy board games of skill. We manufacture over 
150 games; including wargames, sports strategy and statistical 
replay games, games of power politics, adventure and role-playing 
games, as well as fantasy and science fiction games. For complete 
information with pretty pictures, write the factory and ask for a 
Complete Game Catalog. Consult parts list for current price. 


The Avalon Hill Game Company 
Consumer Relations 
4517 Harford Road, Baltimore, MD 21214 
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QUESTIONS ON PLAY 


The clarity of these rules has been verified by Software Testers of 
Universal Microcomputer Programmers (STUMP) and deemed 
“complete” in all facets of instruction. Please re-read them in areas 
that seem unclear at first reading. Questions on play can be 
answered by the factory only upon receipt of a self-addressed 
envelope bearing first-class postage. 


UNAUTHORIZED REPRODUCTION OF THIS GAME IN 
ANY FORM IS SPECIFICALLY PROHIBITED. WE 
CONSIDER ANY VIOLATION OF THIS REQUEST 
DETRIMENTAL TO OUR LEGAL RIGHT TO EXIST IN A 
COMPETITIVE BUSINESS ENVIRONMENT. 


4385202 W2207 
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